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Att. Nr: 2125946M/B&K/0609 [0109/UKV/R\VI | 


This seal is your assurance that Nintendo has 
reviewed this product and that it has met our 
standards for excellence in workmanship, reliability 
and entertainment value. Always look for this 


Original 


seal when buying games and accessories to ensure 
complete compatibility with your Nintendo Product. 


Thank you for selecting the ANOTHER CODE™: R — A JOURNEY INTO LOST MEMORIES 
Disc for your Wii™ system. 


WARNING: Please carefully read the separate Health and Safety Precautions Booklet included with this 
product before using your Nintendo® Hardware system, Disc or Accessory. The booklet contains 
important safety information. 


Please read this Instruction Booklet thoroughly to ensure maximum enjoyment of your new game. 
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It contains important warranty and hotline information. Always save this booklet for future reference. 


THIS GAME SUPPORTS 50Hz (576i) 
AND 60Hz (480i) MODE. 


C ible ~ Modes 
Compatible Saco 4 


IMPORTANT LEGAL INFORMATION 


THIS NINTENDO GAME IS NOT DESIGNED FOR USE WITH ANY UNAUTHORISED DEVICE. USE OF 
ANY SUCH DEVICE WILL INVALIDATE YOUR NINTENDO PRODUCT WARRANTY. COPYING OF ANY 
NINTENDO GAME IS ILLEGAL AND IS STRICTLY PROHIBITED BY DOMESTIC AND INTERNATIONAL 
INTELLECTUAL PROPERTY LAWS. 


DOLBY, PRO LOGIC, AND THE DOUBLE-D SYMBOL ARE TRADEMARKS OF DOLBY LABORATORIES. 
MANUFACTURED UNDER LICENSE FROM DOLBY LABORATORIES. 


THIS GAME IS PRESENTED IN DOLBY® PRO LOGIC® Il SURROUND SOUND. CONNECT YOUR GAME 
CONSOLE TO A SOUND SYSTEM WITH DOLBY PRO LOGIC, DOLBY PRO LOGIC II, OR DOLBY PRO 
LOGIC IIx DECODING TO EXPERIENCE THE EXCITEMENT OF SURROUND SOUND. YOU NEED TO 
ENABLE “SURROUND” IN THE SOUND SETTINGS OF THE GAME CONSOLE. 


mpo1ey. 


PRO LOGIC II 


) (000 NINTENDO, DEVELOPED BY CING. 
iM) AND THE Wii LOGO ARE TRADEMARKS OF NINTENDO. 
©) S000 NINTENDO, 


25th February 1994 


On the night of her third birthday, Ashley saw her mother, Sayoko, shot dead in 
front of her. Sayoko was killed as a result of her involvement with the development 
of a memory control unit known as Another. 


After his wife’s death, Ashley's father, Richard, left her in the care of her aunt Jessica. 
He took his deceased wife's thesis on Another to the uninhabited Blood Edward Island 
where he continued to develop the unit by himself. 


11 years went by until 2005 when Ashley received a letter from her father, who she 
had always believed dead. She travelled to Blood Edward Island with her aunt Jessica 
on the day before her 14th birthday, After arriving on the island she met D, the ghost 
of a young boy who had lost all memory of his former self. While trying to restore D's 
memories and be reunited with her father, Ashley uncovered the truth about the 
development of Another and her mother’s death. 


Two more years passed, until 


one day in August 2007... 


Wii Menu Update 


Please note that when first loading the Disc into the Wii™ console, the 
console will check iftyou have the latest version of the Wii Menu, 

and if necessary a Wii Menu Update Screen will appear. Select OK 
to proceed with the update. Please note that the Wii console must 

have the latest version of the Wii Menu in order to play the Disc. 


When the Wii Menu is updated, unauthorised hardware and/or 
software modifications may be detected and unauthorised content 
may be removed causing the immediate or delayed inoperability 
of your console. Failure to accept the update may render this game, and future games, unplayable. Please 
note that Nintendo cannot guarantee that unauthorised software or accessories will continue to function 
with the Wii console after this or future updates of the Wii Menu. 
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Ashley arrived home with a frown on her face, slammed the 
front door and went straight to her room. 


Jessica questioned her niece through the door as Ashley threw 
herself on the bed. “Ashley, I know you're in there. What are you 
going to do about the camping trip your father invited you on?” 
Ashley had received a parcel from Richard two days earlier, 
containing a handheld computer called a DAS and an invitation 
to a family camp. 


Ashley remained silent. 
“OK... I'll tell him you're busy and can't go.” 


After hearing Jessica give a small sigh and walk away, Ashley got 
off her bed and picked up the guitar leaning against the wall. 
“Dad... I hate you,” she whispered as she plucked at the strings. 


Staring off into space, she remembered what her father had said 
on the boat back from Blood Edward Island. 


“I want to make up for all these years when I couldn't be with 
you. I’m going to give up my research and we'll be together from 
now on.” 


But two years later, it was clear that he’d lied. 


After being reunited with his daughter, Richard got a job through 
Jessica as a lecturer at a nearby university. But barely a year 
later he decided he wanted to continue his research and started 
working for JC Valley, a laboratory on the shores of Lake Juliet, 
four hours away by bus. 


“T promise Ill be home every weekend,” he said as he left, but 
once he got to JC Valley he went back to being absorbed in his 
work and his visits home became more and more infrequent. 
It got to the point where Ashley hadn't seen him for six months. 


It was already dark by the time de came down to the 


front room. 


“You must be starving. Dinner's almost ready,” Jessica called 
out as she heard footsteps. 

As soon as she heard her aunt’s voice, Ashley suddenly choked 
up and felt close to tears. While she was standing staring at the floor, 
trying not to let Jessica know she was about to cry, her aunts arm 
came gently around her shoulders. 

“Ashley, go to Lake Juliet.” 

“Jessica...” 

“T know, its your Dad's office family camp and I can understand why 
you don’t want to go, but you need to see him. Go and talk to him 
about all these things you have on your mind.” 


“But...” 
“It’s okay, Ashley. He'll be waiting for you.” 


Ashley answered her with a childlike nod. 


Ashley Mizuki Robins 


The heroine of the story, an 
honest and sensitive 16 year old 
girl who dreams of becoming a 
musician. She was reunited with 
her father two years ago after 
an eleven year separation during 
which she thought he was dead, 
but she’s struggling to become 
closer to him after such a long time 
apart. She's on her way to Lake 
Juliet after Richard invited her to 
family camp. 


Richard Robins 


Ashley's father, a scientist working 
at JC Valley. After the death of 
his wife Sayoko, he went to 
Blood Edward Island alone and 
spent eleven years developing 
the memory control unit known 
as Another, He completed work 
on Another and was reunited 
with Ashley two years ago, but 
moved away from her again to 
start working at JC Valley. 


Jessica Robins 


Richard’s younger sister and only 
relative, a chemistry teacher. 

Richard entrusted her with Ashley 
thirteen years ago before he set 
off for Blood Edward Island, and 


Jessica raised her in a loving home. 


Few know Ashley as well as she 
does. 


Ryan Gray 


Another scientist and an associate 
of Richard's working at JC Valley. 
He also worked with Richard 
and Sayoko at MJ Labs. Ryan is 
a genius who began his career 
as a research scientist while still 
in his teens. 


Matthew Crusoe 


A young boy who has run away 
to Lake Juliet. Matthew is search- 
ing for his father, who disap- 
peared five years ago. He and 
Ashley quickly become friends 
and pursue the mystery behind 
his father’s disappearance as she 
searches for memories of her 
mother. 


Dan Maxwell 


An earnest and dutiful Forest 
Ranger who makes regular 
patrols to protect the natural 
environment of Lake Juliet. He 
helps Ashley when she comes to 
the campsite to meet her father. 
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® Controls 


This game uses the Wii Remote™., Please refer to the following explanations for 
details about the controls and the uses of each button. 


| Using the Wii Remote 


To select a menu option or icon, point the Wii Remote at it and press the A Button. There are lots 
of other ways you can use it too! (P. 21) 
Note: You can also use the * Control Pad to select some icons and options, and to walk or run around. 


Pointer 
Aiming the Wii Remote at the screen and placing 
the cursor (P. 12) over a specific point is called 
“Pointing” 


+ Control Pad gs 


= Run (or walk when holding down 
B Button) 


® Turn around 


# Select option during conversation, 
etc. 


A Button }® 


= Confirm selection 
w Examine 
= Advance text 


B Button 


= Return to previous screen 
= Walk (when held down while moving) 


+ Button 


- Button lO amen ee: 


= Display/ Hide Map Screen (P. 19) = Display/ Hide DAS Main Menu 


(P. 24) 


HOME © 
= Go to HOME Menu 


@ 1 Button 


= Display/ Hide Item Screen (P. 22) 


@ 2 Button 


= Display/ Hide Log Screen (P. 20) 
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® Getting Started 


WARNING-HEALTH AND SAFETY 


[a] Insert the ANoTHER Cope™: R — A JOURNEY INTO LosT 
Memories Disc into the Disc Slot. The Wii console will 
switch on. The Health and Safety Screen, as shown 
here, will be displayed. After reading the details press 
the A Button. 


The Health and Safety Screen will be displayed even eae Btw cankinne 
if the Disc is inserted after turning the Wii console’s 
power on. 


Point at the Disc Channel from the Wii Menu Screen 
and press the A Button. 


(2) 


[3] The Channel Preview Screen will be displayed. 
Point at START and press the A Button. 


Another Code™: R 


A Journey into Loat Memorien: 


‘Wii Menu 


[4] The Wii Remote Wrist Strap Information Screen 
will be displayed. Tighten the strap around your wrist, 
then press the A Button. The Title Screen will be 
displayed. 


The in-game language depends on the one that is set on your Wii console. This game includes five different 
language versions: English, German, French, Spanish and Italian. If your Wii console is already set to one 

of them, the same language will be displayed in the game. If your Wii console is set to a different language 
than those available in the game, the in-game default language will be English. You can change the in-game 
language by changing the language setting of your Wii console. For further instructions about how to 
change language settings please refer to the Wii Operations Manual - Channels & Settings. 
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Caution — Use the Wii Remote Wrist Strap 


Place your hand through the Wii Remote Wrist Strap and hold the Wii Remote firmly in your hand. Slide 


the strap lock up so that the wrist strap will not fall off your wrist. Do not over-tighten the strap lock so 
that it’s uncomfortable. It should just be tight enough to hold the Wii Remote Wrist Strap in place. 


CAUTION: Always keep a firm grip on the Wii Remote. Use the Wii Remote Jacket (RVL-022) and the 
Wii Remote Wrist Strap at all times to prevent losing your grip on the Wii Remote and possibly causing 
damage to the Wii Remote and surrounding objects, or injury to other people. The Wii Remote Jacket 
will provide protection if the Wii Remote is accidentally thrown or dropped during game play. Please 
ensure there is sufficient distance from other people and objects when playing Wii games. Stop playing 
and dry your hands if they become sweaty or wet. The Wii Remote responds to minor movements so do 
not use excessive, rapid or wide swinging motions. 


WARNING: Not suitable for children under 36 months of age. The Wii Remote Wrist Strap can coil 
around the neck. 
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60 Hz (480i) Mode 


Many people don’t know what the difference between 50 Hz and 60 Hz is, but since most r= 
modern TV models support 60 Hz it’s definitely worth finding out if your TV is compatible. — 
In basic terms, Hz (hertz) is related to the number of frames per second (fps) appearing on OT 


your screen. 5 Modes 
upporte 
50 Hz produces 25 fps and 60 Hz produces close to 30 fps, which may not sound like a big ¥ 


difference, but the increase in quality from 25 to around 30 fps is quite noticeable on-screen. With 60 Hz 
you get a smoother game screen with less flicker and the game running at optimal speed, all of which 
produces a great gaming experience. 


The default setting of the Wii console is 50 Hz (576i) Mode. To change this, activate 60 Hz (480i) Mode 
by selecting this TV TYPE in the Wii Settings. However, certain (mainly older) TV sets are unable to display 
games in 60 Hz (480i) Mode, and therefore a small number of players could experience difficulties using 
this display mode on their TVs. To find out if your TV set features 60 Hz (480i) Mode, consult your TV 
instruction manual or contact the manufacturer. 


If, after changing the setting to 60 Hz (480i) Mode, the screen appears blank or distorted, it will likely be 
the case that your TV does not support 60 Hz (480i) Mode. To revert to the default setting, press RESET 
on the Wii console while holding the down direction on the # Control Pad, and the Wii system will restart 
in 50 Hz (576i) Mode. For additional information on how to set the TV TYPE, please refer to the Wii 
Operations Manual — Channels & Settings. 


Also, when you connect the Wii RGB cable (RVL-013) (sold separately) to a TV which has an RGB terminal 
and PAL60 compatibility, or you connect the Wii Component AV cable (RVL-011) (sold separately) to a TV 
which has component video inputs, you can enjoy an intensely sharp picture on-screen. 


EDTV/HDTV (480p) Mode - Progressive Scan 


EDTV/HDTV (480p) is a progressive display mode that allows players to view and enjoy <a 
their game in the best possible quality. This means an intensely sharp picture, the game =) 
running at optimal speed with minimised flicker, all of which produces a great gaming CHBTV=) 
experience. We at Nintendo want players to enjoy our games under the best possible play Compatible 
conditions. 

However, it may be the case that this mode cannot be displayed, depending on the combination of 

TV and cable that you use. To find out if your TV supports the Progressive Scan display needed for the 
EDTV/HDTV (480p) Mode, consult your TV instruction manual or contact the respective manufacturer 
for details. Please make sure to use the Wii Component AV cable (RVL-011) (sold separately) and to 
enable Progressive Scan on your display device when selecting this mode. 


The default setting of the Wii is 50 Hz (576i) Mode. To activate EDTV/HDTV (480p) Mode, please select 
this TV TYPE in the Wii Settings. For additional information on how to set the TV TYPE, please refer to 
the Wii Operations Manual— Channels & Settings. 
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| Title Screen 


Press the A Button to bring up the three options: NEW GAME, LOAD GAME and OPTIONS. Point 


at an option and press the A Button to select it, then select @ or press the B Button to return to 
the Title Screen. To return to the Title Screen during the game, press the HOME Button to display 
the HOME Menu and select RESET. 


Cursor 


Point the cursor at a menu, option or icon and 
press the A Button to select it. 


When the cursor is over something 
that can be selected, @ will appear. 
Press the A Button to confirm. 


NEW GAME 
Start the game from the beginning of the story. 


For the initial face recognition, move the Wii Remote so 
that Ashley's face is completely inside the blue frame and 
press the A Button. The blue frame will light up when it 
is correctly positioned. 


LOAD GAME 


If you already have save data, you can continue the story 
from where you last saved. Select the file you want to load 
and press the A Button. While the game is loading you will 
see a quick recap of the story from just before you saved. 
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OPTIONS 


Adjust sound and message display settings. You can also 
adjust these settings from the DAS Main Menu (P. 24). 


MESSAGE SPEED 
SOUND 


t one of three speeds for message display. 


oose from one o three sound output modes: 
STEREO, MONO or SURROUND. 


When you have completed the game 


If you have played all the way through the game, * will be displayed next to the game information 
for that save file. If you load this save data you will be able to fast forward through messages by 
holding down the A Button and B Button simultaneously. 


Saving 
You can save by selecting the Save option (P. 26) 
from the DAS Main Menu or by playing through 
to the end of a chapter. Please do not touch the 
POWER Button or RESET while the game is saving. 


» Saving requires 45 free blocks in the Wii System 
Memory. 


= You can also copy the save data to an SD Card. 


» Please refer to “Wii Operations Manual — Channels and Settings” for details on how to 
delete files from the Wii System Memory. 
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® Getting around Lake Juliet 


Here is a guide to how Ashley can move around and explore Lake Juliet. 
See (PP. 16-23) for details about each screen and its controls. 


| Exploring (PP. 16~— 17) 


Make your way around Lake Juliet using the Movement Screen. Select the icons at the edges 
of the screen to turn or move in that direction. 


Movement Screen 


Most of the time, you'll move right and 
left on the screen. If the path splits you 
can choose to go in any direction. 


360° View Screen 

The 360° View Screen will appear 
when there are a number of objects 
you can examine. 


[ 
| Talking to people you meet (PP. 19, 20) 


You'll meet lots of people at Lake Juliet. If you bump 
into someone while out exploring, walk up to them, 
point and press the A Button to talk. 
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| Examining (P. 18) 


If a place or object is highlighted in yellow 
when you point at it, try examining it further 
by pressing the A Button. You can also take 
photos of things you examine. 


When you get an item... 
(PP. 22-23) 


Ashley will get hold of various items by 
buying them in the shop or picking them 
up. Think about how these items could 
be used and try them out anywhere you 
think they might work. 


| Solve puzzles 


Sometimes you'll need to examine something and 
manipulate it in a certain way, or do something like 
operating a piece of equipment. Use the items you 
have and be creative with the controls to solve the 
puzzles. 


Hand icon | 


This shows Ashley’s hand movements. 
Here you point at the lever and press the 
A Button to grab hold of it. 
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| Exploring 
Move Ashley around to visit different places and explore the surrounding area. You can also talk 
to people if they're nearby. 


Movement Screen 


On the Movement Screen, point at a movement icon and press the A Button or use the 
+ Control Pad to move in that direction. If you hold down the B Button at the same time, 
Ashley will walk instead of running. When you reach a fork in the road, you can choose which 
path to take. 


Movement icons 


Point at one of these icons and press the 
A Button to move Ashley in that direction. 
Hold down the B Button while she’s moving 
to make her walk. 


Icon Bar 


A map of the surrounding area 
will be displayed when you get 
the “Pamphlet” item (P. 19). 


Point at the icon and press the A Button to open these screens. 
@ Map Screen (?. 19) ® Viewfinder Screen (?. 18) 
GG7h Item Screen (P.22) | (> DAS Main Menu (?. 24) 


If the path splits... 


If you come across a fork in the path while exploring, 
the edge of the path around the junction will flash 
yellow and a direction icon will appear at the top 
or bottom of the screen. Press the A Button while 
pointing at one of the direction icons or use the 

+ Control Pad to choose a direction. 
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360° View Screen 


This screen will appear in certain places, such as buildings, allowing you to turn around and 
examine your surroundings. Point at a turn icon and press the A Button or use the #* Control Pad 
to make Ashley turn and face a different direction. 


Turn icons 


Press the A Button while pointing at these 
icons to turn in the direction displayed. 


Exiting a 360° View Screen 


If you want to leave a building or move from the current 360° View Screen to another 
location, point at the door or path in the direction you want to move. The exit will turn 
yellow and an icon such as a door or stairway will be displayed. Press the A Button to 
move in that direction. 


Immediately after entering a 360° View Screen, the icon = will normally be displayed 
at the bottom of the screen. If you press the B Button while this icon is displayed, Ashley 
will move back to her previous location. 


Exit icon 


This icon will only be displayed when pointing 
at an exit. The icon will be different depending 
on whether the exit is a door, stairway, etc. 
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Examine Talking 

When you walk past an object or place that can be examined (in the Movement Screen) or You can talk to anyone you meet in the Movement Screen 
point at it (in the 360° View Screen) it will turn yellow and a magnifying glass icon will appear. or 360° View Screen. Point at the person you want to 
Point and press the A Button to examine things. talk to, and when the conversation icon appears press the 


The object will be displayed in an Examine Screen where you can see it in more detail. A Button to start talking. 


9| Magnifying Glass icon 
= Examine Screen d © Conversation icon 


| Map Screen 


A map will be displayed in the Movement Screen and 360° View Screen when you get the 
“Pamphlet” item. You can open the Map Screen by selecting the Map icon @ from the icon bar 
or by pressing the — Button. In the Map Screen, you can select Area Map view or Full Map view. 
Switch to the display that best suits your situation. 


Taking photos Full Map Area Map 


You can take photos using the DAS when in the Examine Screen. Select the Camera icon ® 
from the icon bar. Take a photo by pressing the A Button in the Viewfinder Screen or selecting 
the Snapshot icon from the icon bar. You can save up to 20 photos. 


Note: If you already have 20 photos saved you will not be able to take any more. Delete any unwanted photos 
using the Photos option in the DAS Main Menu (?. 25). 


[Dead end 


You are here 


Viewfinder Screen 


Switch View icon 


Select an icon to switch between the two views. 


| Snapshot icon 
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Pics = Special uses for the Wii Remote 


The story will unfold on the Conversation Screen whenever you stop to talk to someone. As you proceed through the game you'll come across situations where Ashley has to 
use an item or solve a puzzle. The way you use the Wii Remote is very important here. 
Asking Questions The Wii Remote isn’t just used as a pointer — you can tilt it, stand it up, turn it... Try using 


whatever method you think best suits the current situation. Watch for things such as 


During conversations, an option will be displayed whenever Ashley hears something that interests : 
° - — Y a Ashley's hand movements for hints about what you should do. 


her. When you reach a pause in the conversation, all the options will be shown and you can ask a 
question by choosing one of them. You can also end the conversation without asking any questions 
and ask again later. e 


Using the Wii Remote as a bottle full 
of liquid (to pour drops of liquid from 
the bottle) 


Hold the Wii Remote vertically as you 
would a bottle and gradually tilt it as 
if you were pouring drops of liquid. 


When you are conducting the water quality 
test, add drops of the chemical to the water 
sample in the test tube. 


Answering Questions 


Choose Ashley's answer using her expressions and gestures 


Using the Wii Remote as a test tube full 
as a guide. 


of liquid (to shake the test tube and mix 
the chemical with the water) 


Hold the Wii Remote at the top as if 
it were a test tube and gently shake 
it from side to side. 


| Answer 


Gently shake the test tube from side to 
side to mix the chemical with the water 
sample. Make a note of the colour the 
liquid changes to. 


A text description of the answer will be 
displayed when you point at an option. 


Viewing the Log Screen 


Press the 2 Button to review recent conversations, or 
information about things you have just examined. If you 
have missed something or forgotten part of the conversa- 
tion, you can use this function to check what has been 
said or displayed. Press the 2 Button again or use the 

B Button to hide the Log Screen. 
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| Item Screen 


Select the Items icon {<b from the icon bar or press the 1 Button to open the Item Screen and 
see the items you currently have. Select an item to see a close-up view and detailed information. 


You can also rotate your view or use the item. 


Number owned 


The number displayed next to the item shows how many 
of that item you have. 


Item information | 


so = Options | 


Options such as COMBINE or USE will be displayed 
here for some items. 


Selected item 


Rotate 


When you have selected an item, you can 


USE 


When you are in the Examine Screen (P. 18), you can select an item from the Item Screen to 
use it. Select USE from the Item Screen and choose where you want to try to use the item. Some 
items can only be used in certain locations. USE is not displayed in the menu unless you are in the 
Examine Screen. 


Examine Screen 


COMBINE 


Select COMBINE from the Item Screen to try combining 
two of your items. 


rotate it and view it from any direction. Try 


looking at the back of an item — you might Rotate icons 


see something not visible from the front. Point at an icon and press the 
A Button to rotate the item in 


that direction. 
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When you get the “Music Player”... 


After you get the “Music Player” item, you will be 
able to listen to music by selecting a track from the 
menu and pressing |b Il]. A number of tracks are 
stored on the music player, and more will become 
available as you progress through the story. You will 
need another item to listen to the music player. 


PI]| Play/Pause 44} Move/Skip to previous track Play a random selection of tracks 


1) 


(a Stop bP] Move/Skip to next track Play selected track on repeat 
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e DAS 


The DAS is a handheld computer developed by Ashley's father, Richard. You can 
use it to read messages from Richard, take photos, save the game and more. 


| MAIN MENU 


Select the DAS icon <> from the icon bar or press the 
+ Button to open the DAS Main Menu. You can choose 
from seven different options. 


Note: You cannot open the DAS Main Menu after selecting the 
DAS as an item in the Item Screen. 


All the messages Richard has sent are stored here. 


i al Characters 


and their relationships to each other. Use the Wii Remote to point the frame at the area you want 
to view and press the A Button to enlarge that section. Select a character to see information about 
them. 
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All the characters that have appeared so far in the game are shown here, along with descriptions 


i Photos 


Photos taken while examining objects or items (P. 18) can be seen here. Selecting a photo will 
show you an enlarged version, let you superimpose that photo over another or delete the photo. 


DELETE 


Delete the selected photo. 


SUPERIMPOSE 


Superimpose another photo over the one 
selected. 


Browse icons 


Point at these icons and press the A Button, Note: The DAS can take and save up to 
or press the —Button or + Button, to display the 20 photos. 
previous or next photo in the list. 


SUPERIMPOSE 
Rotate and position the superimposed photo to see what you can discover. 


Rotate icons 


Point at these icons and 
press the A Button, or 
press the —-Button or 

+ Button, to rotate the 
superimposed photo 
30° in the direction of 


Return the superim- 
posed photo to its 
original position. 


the arrow. 


Point at these icons and press the A Button to 
move the superimposed photo up, down, left 
or right. 


You can read an outline of each chapter in the story here. More chapters will be added to this 
screen as you proceed through the game. 
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] ro) Connect 


This function will be activated as you proceed through the game. 


] Gi Options 


Adjust sound and message display settings. You can also adjust these settings from the Title 


Screen Menu by choosing OPTIONS (P. 13). 


[ED save 


You can open the Save Screen by selecting this icon or 


by pressing the — Button in the DAS Main Menu. You 
can create up to six save files. Be careful when saving over 
a file that already contains data, as it will be overwritten 
and all previous data for that file will be lost. To delete 
save data, select DELETE then choose the file you want 
to delete. 


Note: Be careful — once the data has been deleted it cannot be 
recovered! 


What to do when your're stuck... 


The most important thing when solving puzzles is to 
collect as much information as possible. Look again 
at the items you're carrying, examine nearby objects 
and have another good look at your surroundings. 
Try pressing a different button or finding a new way 
to move the Wii Remote... Keep thinking about 
different possibilities and try out your ideas. 


Don't give up! 


4 
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The PEGI age rating system: 


Age rating 
categories: 7 Ee 12 yy 16 5 18 a 


Tw TM ou. a 


Content BAD DISCRIMI- 
descriptors: LANGUAGE NATION 
aI FEAR SF SEXUAL 


CONTENT 
The PEGI Online logo indicates that a game allows the player to have access 
@ACU) to online game play. For further information about online gaming please visit: 
e183 http://www.pegionline.eu 


GAMBLING 


For further information about the Pan European Game Information (PEGI) rating system visit: 


http://www.pegi.info 


[0407/UKV/AVL] 
24 MONTHS WARRANTY 


This warranty covers the Wii games software (the “Product”) supplied by Nintendo of Europe GmbH 
(“Nintendo”). 

Subject to the terms and exclusions below, Nintendo warrants to the original consumer purchasing the 
Product (“you”) that, for a period of 24 months from the date of the purchase of the Product by you, the 
Product will be free from defects in materials and workmanship. 

To make a valid claim under this warranty, you must notify Nintendo of the defect in the Product 
within 24 months of the date of the purchase of the Product by you and you must return the Product to 
Nintendo within 30 days of notifying Nintendo of that defect. If, having inspected the Product, Nintendo 
accepts that the Product is defective, Nintendo will (in its sole discretion) either repair or replace the Product 
(or the part causing the defect) without charge, or refund the price you paid for the Product. 

This warranty does not affect your statutory rights. 


EXCLUSIONS 

This warranty does not cover: 

© accessories, peripherals or other items that are intended for use with the Product but are not manufactured 
by or for Nintendo (whether or not included with the Product at the time of purchase); 

¢ the Product if it was purchased outside the European Economic Area; 

¢ the Product if it has been resold, or used for rental or commercial purposes; 

e defects in the Product that are caused by accidental damage, your and/or any third party’s 
negligence, unreasonable use, use with products not supplied or licensed by Nintendo (including, but not 
limited to, non-licensed game enhancements or copier devices), use of the Product otherwise than in 


accordance with Nintendo’s Wii Operations Manual or any other instructions provided with the Product, or 
any other cause unrelated to defects in material and workmanship; or 


¢ the Product if it has been modified or repaired by any person other than Nintendo. 


HOW TO MAKE A CLAIM 
To notify Nintendo of a defect covered by this warranty, please contact: 

Nintendo Service Centre 

Codestorm House, Walton Road, Farlington, Hampshire P06 1TR, Tel: +44 (0) 870 60 60 247 

(Calls from a landline within the UK are charged at the standard national rate offered by the caller's network 
provider. Charges may vary for calls made using a mobile phone. Customers calling from outside the UK will 
be charged at the international rate offered by the provider of the network being used to make the international 
call. Please obtain permission from the person responsible for paying the bill before calling.) 
When sending the Product to the Nintendo Service Centre, please: 
1. use the original packaging where possible; 
2. provide a description of the defect; 
3. attach a copy of your proof of purchase, ensuring that it contains the date of purchase of the Product; and 
4. ensure that it is received by Nintendo within 30 days of the original notification of a qualifying defect. 
If the above 24 months warranty period has expired at the time the defect is discovered or if the defect is not 
covered by this warranty, Nintendo at its sole discretion may still be prepared to either repair or replace the 
Product (or the part causing the defect). For further information about this and, in particular, the details of any 
charges for such services, please contact: 

Nintendo Service Centre 

Tel: +44 (0) 870 60 60 247 
(Calls from a landline within the UK are charged at the standard national rate offered by the caller’s network 
provider. Charges may vary for calls made using a mobile phone. Customers calling from outside the UK will 
be charged at the international rate offered by the provider of the network being used to make the international 
call. Please obtain permission from the person responsible for paying the bill before calling.) 


[1108/UKV/AVL] 


<I Hotline 


Call our games hotline for assistance on all Nintendo published /distributed 
software, hardware and accessories. Our dedicated games counsellors 
can answer all your gameplay questions, offering hints, tips and strategies 
to ensure that you get the most from your Nintendo products. 


To call the hotline, dial* 


+44 (0) 870 60 60 247 


(* Calls from a landline within the UK are charged at the standard 
national rate offered by the caller’s network provider. 
Charges may vary for calls made using a mobile phone. 


Customers calling from outside the UK will be charged 
at the international rate offered by the provider of the network being used 
to make the international call. 


Please obtain permission from the person responsible 
for paying the bill before calling.) 


Lines are open Monday to Friday from 08:30 to 19:00, 
and Saturday from 08:30 to 15:30** 


(“ Charges and opening hours are correct at time of printing 
— November 2008 - 
but are subject to change without prior notice.) 


UK and Ireland: 
Nintendo UK 
55-57 High Street, Windsor, Berkshire, SL4 1LP, U.K. 
www.nintendo.co.uk 
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